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Scenario maps created using the following sets. 


Day and Night - Riverside Warehouse 


The White Raven is set in the seaport of Clyster but could be easily worked into any port in 
the northern part of Legend. It is intended to be run as part of the Maunderlak Saga. 


This scenario was written to follow on after the characters had been through the All Roads 
Lead To Clyster scenario, but can be worked in to other campaigns easily. 
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After the discovery of the body of Rachel, the serving girl at the Writhing Wyrm, and 
whether or not the characters decide to tell the innkeeper of her fate, the only thing left to do 
is to complete the travel to Port Clyster and find the warehouse run by the Gibbs brothers. 


The journey to Port Clyster from the Writhing Wyrm will take the characters under an hour 
and a half by pony as the road is fairly clear of snow. The only issue is that the gates will be 
shut to all except those with authority from the Council of Port Clyster to come and go at all 
hours. 


As the characters do not have this, and the walls are rather high, guarded day and night and 

it would look very suspicious if they tried breaking in, the only best option is probably to 
wait till daybreak and ride or walk in, but let the characters get creative if they want to try the 
more stealthy approach. 


Finding out the warehouse location should also not be that difficult, in fact if they ask the 
gate guards they will be directed to the correct part of the docks. Failing that a visit to 
the harbourmaster or even just paying a street urchin a few coins will also get them this 
information. 


Unless the characters have done something that makes the gate guards suspicious of them 
there are no real issues with travelling the streets of Port Clyster. If they did do something 
though it would be easy to throw in a random encounter with a city watch patrol. 


The Gibbs Brothers is a very well known trading and shipping company that has a warehouse 
and office directly on the riverside and has their own small dock area. During the day this 

is a fairly bustling place of business that deals with the cargo from and for several ships. At 
night both the warehouse and the outer courtyard are locked up tightly and has a pair of night 
watchmen on the premises. Well at least that is all that is visible. The possible options for the 
characters depend on whether they decide to do something during the day or night, or even 
both. 


Map of the Free Port of Clyster including notable locations. 


Key to Map of Clyster 


B. | Guildhall of the Brewers and Distillers O Z o o oo ü OO 
D. [Guildhall of the Fishmongers o o ü O 


G. 
H. 
I. | Guildhall of the Shipwrights and Sailmakers 


l. 
2. 


Lord Mayor’s House 
St Leon’s Church 
3. | Cathedral Building Site 
4. | Convent of St Jora 
The Sauce of Flavour (Inn and Tavern) 
6. | Steenverker’s Camp 
Home from the Sea (Inn and Tavern) 
Gibbs Brothers Shipping 
The White Crown (Inn and Tavern) 
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Gibb Brothers Warehouse - Daytime 


Maps used with permission from Ł 


During the day the gates 

to the main courtyard 

are partially open with a 
gatekeeper/warehouseman 
on duty at all times to direct 
the wagons that pick up and 
collect from the site 


If the characters approach 
whoever is on duty at the time 
and ask respectfully to see 
one of the owners then there 
is a good chance that they will 
be able to do so. 


The four owners are Baz, 
Rob, Morris, and Andrew 
Gibb. During the working 
week (Monday through 
Saturday) unless one or more 
of them have had to go toa 
meeting with someone they 
will usually be found in the 
office at the warehouse. 


Baz is the overall manager of 
the firm and is responsible for 
making sure that the goods 
being shipped get to and from 
the warehouse correctly. 


Rob is in charge of staffing 
and has assembled a first rate 
team of warehousemen and 
stevedores to do the work. 


Morris is the money man and 
he spends most of his days 
making sure that accounts 
are up to date and bills 

have been paid. He also is 
responsible for new contracts 
and maintaining contact with 
existing customers. 


Andy is the youngest brother 
and has only recently joined 
the business and as such he is 
currently learning all aspects 
of the work, including doing 
some of the physical labour 

in an attempt to make him 
understand what the staff have 
to do. 


In fact when the characters 
approach the main gates if it 
is between midday and two in 
the afternoon it will be Andy 
that is in the main courtyard 
supervising the wagons. 


From the outside this 
business looks like any other 
prosperous family business. 


What is actually happening 

is different though. Morris 
has decided to make some 
extra money on the side and 
has been pocketing additional 
fees whilst making it look 

on paper that the business is 
doing well but not as well 

as it really is. This includes 
doing deals with a few 
customers of a more nefarious 
nature and has been falsifying 
the details of contracts to hide 
the true nature of the cargo 
being shipped. 


The crates in the warehouse 
bearing the seal of the Duke 
of Maunderlak is one of these 
illicit deals. 


The crates do contain some 
of the poorest quality crystals 
but they are being shipped 
with paperwork that says that 


they are of the highest quality. 


Morris does not know the 
exact details of what is going 
on, just that he is being paid 
extra to make sure that people 
know what is being shipped. 


01 - The Main Courtyard 


Bustling by day with wagons 
coming and going all the time, 
this area is full of crates and 
barrels waiting to either be 
collected or to be sorted and 
stored in the warehouse until 
it is time to ship them. 


02 - The Office 


This is the heart of the 
business and where the four 
Gibbs brothers spend most of 
their time working. 


In the two large bookcases are 
all of the records of what has 
passed through the warehouse 
for over a decade. 


If the characters want to take 
a look at these records then 
they can ask but unless one 
of them has a truly amazing 
reason why then it will not 
happen. 


This is a great opportunity to 
get the characters to do some 
out of the box thinking and 
roleplaying. 


Of course coming back here 
at night may be the best 
option. 


03 - The Break Room 05 - The Upper Warehouse and stevedores will be happy 
to gang up on them and try 
This area is where the smaller to physically eject them after 
cargoes are kept whilst they giving them a quick beating. 
are waiting to be shipped on 


or collected. 


The Gibbs brothers not only 
pay well for the services of 
their workers but also include 
benefits, such as a place to 
have a midday meal. 


If characters do decide 

to attack and manage to 
seriously wound or even kill 
any of the staff then the city 
watch will get involved. 


06 - The Lower Warehouse 
Between midday and two in 
the afternoon the brothers, 
with the exception of Andrew 
Gibbs, and the workers take 
their lunch break in rotation. 


Larger cargoes or heavier 
items make their way here, 
rather than to the upper 
warehouse. 


Warehouseman/Stevedore 


This means a maximum of 


eight people at one time are in 


this room eating their lunch. 


Both warehouse sections and 


the sorting area will have a 
variety of differently sized 


ATTACK 13 
Club (d3 ,3 ) 
DEFENCE 7 
Armour Factor 0 


The workers get an hour 
break so usually spilt the time 
with six of the twelve having 
their break from midday till 
one in the afternoon and the 
rest from one till two. Outside 07 - The Big Crane Health Points 12 x 5 
of this time you might find Movement: 10m 
Andrew in here before or after Whilst a lot of other firms still Rank-equivalent: 1st 
the regular break times but use brute force and nothing 
otherwise it is empty. but stevedores to move cargo 
around the Gibbs brothers 
invested in both a small crane, 


and shaped crates, barrels and EVASION 4 

boxes at all times. The exact REFLEXES 11 

contents of any one of them is STEALTH 13 

up to the GM. PERCEPTION 5 
MAGICAL DEFENCE 3 


City Watch (two per 
character plus one extra) 
04 - Sorting Area 


in the warehouse, anda much ATTACK 14 
Goods scheduled to be larger one on the dockside as Sword (d8, 5) 
collected, or recently an easier and more efficient | DEFENCE 8 


delivered, are stored here 
along with the paperwork for 
them. As soon as the wagons 
arrive to collect the goods 
they are brought out and 
stacked in the area next to 
them. 


way to move the heavier items Armour Factor 3 (Mail 
of cargo. In fact the large Hauberk + Shield) 

crane enables the staff to load EVASION 4 

a cargo onto a docked ship in REFLEXES 12 

record time. Something that is STEALTH 13 

important with the number of PERCEPTION 5 

ships arriving and departing MAGICAL DEFENCE 4 
daily, almost all year around. Health Points 12 

Once delivered the decision is Movement: 10m 

made as to whether the goods If the characters try to bully or Rank-equivalent: 2nd 
are to stored in the upper or force their way in during the 
lower warehouse and then day the warehousemen 

they are moved to appropriate 

place. 


None of the brothers will get 
involved in fighting. 


Gibbs Brothers Warehouse - Night Time 


Maps used with permission from Heroic Maps 


Due to the value of the goods 
stored at the warehouse at 
night there are two night 
watchmen on duty from 
seven at night till seven in the 
morning. 


There is always one in the 
courtyard, unless the weather 
is very bad, and the second 
is inside either patrolling the 
warehouse or taking a break. 


They swap every hour. 
Night Watchmen 


ATTACK 14 

Sword (d8, 5) 
DEFENCE 8 

Armour Factor 3 (Mail 
Hauberk) 

EVASION 4 
REFLEXES 12 
STEALTH 13 
PERCEPTION 5 
MAGICAL DEFENCE 4 
Health Points 10 
Movement: 10m 
Rank-equivalent: 2nd 


Sneaking past them should 
not be difficult if planned 
properly but if they catch the 
characters breaking in and 
they are outnumbered then 
they will immediately blow 
a very loud whistle. This will 
summon the City Watch in 
d6+3 turns. 


All external doors are locked 
at night and each of the 
watchmen has a key that 
opens them all. A search of 
the documents in the office 
will show that most of the 
crates of crystals have already 
been loaded onto a ship, the 
White Raven. She is anchored 
just off the docks and is due 
to take the last six crates on 
board come the morning. 


These six crates are in the 
Upper Warehouse, in the 
south west corner. 


What the characters and the 
watchmen do not know is 

that whoever is organising 
the shipping of the crates of 
crystals has also hired the 
services of a trio of assassins, 
The Brotherhood of Daggers, 
to make sure that there are no 
interruptions in the shipments. 


These assassins have had 
the warehouse, and the 
characters, under watch and 
once they realise that there 
is a chance that the last part 
of the shipment may be 
intercepted they will sneak 
into the building and try to 
eliminate anyone in there. 


The assassins will not fight to 
the death and will use flash 

pellets if any of them gets to 3 
HP or less to make an escape. 


The Brotherhood of Daggers 


Whilst this group of daggers has a very odd sounding name it is a very appropriate one. The 
first recorded instance of these daggers was over one thousand years ago and was written in 
a scroll concerning a group of desert warriors by an unknown scribe of the Selentine Empire. 
The scroll reports how the three leaders of this band of warriors each had a dagger that was 
identical, except for the pommel stone, and that each was said to have magical powers that 
aided them in combat. 


The three stones were said to be a green onyx, an amethyst and a black opal. 


Each of the daggers had a different ability and it is believed that the stone in the pommel 
defines that ability. 


Since that first report there have been other sightings of the brotherhood through the 
centuries, always as a group and always as daggers. The interesting thing though is the 
description of the daggers themselves has changed over the years. Are they taking new forms 
depending on who their owners might be or are there more than one trio of daggers. So far 
no-one can answer one way or the other. The last trio was spotted in the hands of the leaders 
of a small group of thieves and smugglers working out of the port of Clyster. What is known 
though is what each of the three does. 


Each of the daggers has the size and shape of a regular dagger and has the same basic details 
for armour bypass and damage (d4, 3). 


Where they differ is in their abilities. None of them has ever shown any sort of ability to 
strike easier, cut through armour better or inflict more damage but they do have the following 
effects in combat. 


Green Onyx - in addition to any damage done the recipient of that damage must make a 
strong poison (4d6) check for each wound or become violently sick. So sick in fact that 
combat, or even moving, is impossible. This lasts for ten combat rounds but with each 
further wound the ten rounds starts anew. 


Amethyst - as with the Green Onyx dagger any wounds caused means that the recipient 
must take a strong poison (4d6) check. This dagger though causes an instant paralysis that 
lasts for ten combat rounds. If paralysed whilst in a situation where the person can fall off 
of something then it is up to the GM how to deal with the chance of that happening, but if 
it does, then falling damage is applied as per normal but without the chance of that person 
trying to grab onto something to save themselves. 


Black Opal - As with the other two daggers any wound inflicted by this dagger requires the 
damaged target to take a strong (4d6) poison check. In this case though a failed check means 
that the person damaged by it is immediately blinded for ten combat rounds, but with each 
further wound the ten rounds starts anew. 


Brother Onyx 


STRENGTH 11 
REFLEXES 12 
INTELLIGENCE 10 
PSYCHIC TALENT 13 
LOOKS 9 


ATTACK 19 

Onyx Dagger (d4, 3) 
Throwing Spike (d2, 2) 
DEFENCE 8 

Armour Factor 2 (Padded) 
EVASION 6 

STEALTH 24 
PERCEPTION 14 
MAGICAL DEFENCE 10 
Health Points 13 
Movement: 10m 
Rank-equivalent: 7th 


Professional Skills: 


Alchemical Techniques (30% 
failure chance) (p45) 
Climbing (-2 difficulty) (p46) 
Disguise (p47) 

Jumping (4.5m) (p46) 
Meditational Technique 
(Darkness Trance) (p45) 
Meditational Technique 


Brother Amethyst 


STRENGTH 11 
REFLEXES 12 
INTELLIGENCE 10 
PSYCHIC TALENT 9 
LOOKS 12 


ATTACK 19 

Amethyst Dagger (d4+1, 3) 
DEFENCE 8 

Armour Factor 2 (Padded) 
EVASION 6 

STEALTH 24 
PERCEPTION 14 
MAGICAL DEFENCE 9 
Health Points 12 
Movement: 10m 
Rank-equivalent: 7th 


Professional Skills: 


Alchemical Techniques (30% 
failure chance) (p45) 
Armour Piercing (p42) 
Climbing x 2 (-7 difficulty) 
(p46) 

Jumping (4.5m) (p46) 
Meditational Technique 
(Darkness Trance) (p45) 
Meditational Technique 


(Light Trance) (p44) (Light Trance) (p44) 
Meditational Technique Meditational Technique 
(Water Trance) (p45) (Water Trance) (p45) 
Mental Technique (Memorize) Mental Technique (Inner 
(p44) Sense) (p43) 

Pilfer (-2 STEALTH) (p47) Pick Lock (30%) (p47) 
Stealth (p42) Shock Attack (p42) 
Throwing Spike (p43) Stealth (p42) 

Unarmed Combat (p43) 


Brother Opal 


STRENGTH 14 
REFLEXES 12 
INTELLIGENCE 9 
PSYCHIC TALENT 9 
LOOKS 12 


ATTACK 20 

Opal Dagger (d4+1, 3) 
Throwing Spike (d2+1, 2) 
DEFENCE 8 

Armour Factor 2 (Padded) 
EVASION 6 

STEALTH 24 
PERCEPTION 14 
MAGICAL DEFENCE 9 
Health Points 17 
Movement: 10m 
Rank-equivalent: 7th 


Professional Skills: 


Alchemical Techniques (30% 
failure chance) (p45) 
Armour Piercing (p42) 
Breakfall (6m) (p46) 
Climbing (-2 difficulty) (p46) 
Disguise (p47) 

Jumping (4.5m) (p46) 
Meditational Technique 
(Darkness Trance) (p45) 
Meditational Technique 
(Light Trance) (p44) 
Meditational Technique 
(Water Trance) (p45) 

Mental Technique (Inner 
Sense) (p43) 

Pick Lock (30%) (p47) 
Stealth (p42) 

Throwing Spike (p43) 


Regardless of what else happens twenty turns after the characters first entered the warehouse 
there will be a loud bang from outside and if anyone chooses to investigate they will find that 
a ship anchored just off of the dock has caught fire and is burning fiercely. This is the White 
Raven. 


Two turns after that happens have the characters make a PERCEPTION check. Anyone who 
makes it will realise that there is smoke in the air, and not from the ship. Both the upper 
warehouse and the office are on fire. 


Characters can try to put out the flames but it will be in vain. 


If by chance any of the assassins are slain and the characters take their dagger(s) then they 
will be hunted by any remaining members of the Brotherhood of Daggers until they are dead 
or the dagger(s) have been recovered. 


The burning ship and warehouse combination is definitely going to draw attention and both 
the City Watch and locals trying to help with putting out the flames in the warehouse will 
arrive in d6 rounds after the warehouse catches fire. 


The characters can get away if they can come up with an amazing escape plan. Otherwise 
they will be detained by the City Watch and thrown in jail overnight. 


In the morning a covered wagon will arrive and they and their belongings will be loaded into 
the two separate sections of the wagon and then they will be locked in virtual darkness for a 
journey to who knows where. 
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If you have enjoyed this scenario then please look out for other Dragon Warriors products 
produced by Red Ruin Publishing and available via DriveThruRPG. 


The Maunderlak Saga: Legendary Locations: 


The Fallen Monastery The Tower of Ulric The Sorcerer 
The Ruins of Trostenhal The Village of Garric 


The Icevalen Mine 
Ravenswall 
Return to Trostenhal 


Trostenhal Mine 


All Roads Lead To Clyster 


